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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


A WARNING - Seizures 

* Some people (about 1 in 4000) may have seizures or blackouts triggered by 
light flashes or patterns, such as white watching TV or playing video games, 
even if they have never had a seizure before 

* Anyone who has had a seizure, loss of awareness, or other symptom linked 
to an epileptic condition should consult a doctor before playing a video game. 

* Parents should watch when their children play video games Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 

Convuls to ns E ye or mu sole twitch ing loss or awarenes s 

Altered vision Involuntary move-merits Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1, Sit or stand as far from the screen as possible, 

2 , Play video games on the smallest available television screen, 

3, Do not play if you are tired or need sleep, 

4, Play in a well-lit room. 

5, Take a lOto 15 minute break every hour. 


A WARNING - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome. Skin irritation or eyestrain: 

* Avoid excessive play. It is recommended that parents monitor their children for 
appropriate play 

- Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* ff your hands, wrists, arms or eyes became tired or sore while playing, stop and 
rest them for several hours before playing again. 

* ff you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor 


AWARNING - Electric Shock 

To avoid electric shock when you use this system: 

* Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

* Use only the AC adapter that comes with your system. 

* Do not use the AC adapter if it has damaged, split or broken cords or wires. 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect afi plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION ■ Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and resi. Do 
not drive or engage In other demanding activity until you feel better. 


ACAUTION - Laser Device 


The Nintendo GameCube is a Class I laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only. 

Caution - Use Of controls or adjustments or procedures other than those sped lied 
herein may result in hazardous radiation exposure. 


CONTROLLER NEUTRAL POSITION RESET 

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON, those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release all buttons 
and sticks to allow mem to return to the 
correct neutral position, then hold down the 
X, Y and START/PAUSE Buttons 
simultaneously for 3 seconds 


L Button R Button 



Control 

Stick 


C Stick 
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THIS GAME SUPPORTS 
SIMULTANEOUS GAME PLAY 
WITH ONE, TWO, THREE OR 
FOUR PLAYERS AND 
CONTROLLERS 

THIS GAME REQUIRES A 
MEMORY CARO FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 


IMPORTANT LEGAL INFORMATION 

Copying of any video gome for any Nintendo system is illegal and is sttirtly prohibited by tiomastk and 
international intellectual property lows. "Back-up " tr 'archival” copies are no! authorized and are not 
necessary to protect your software. Violators will be prosecuted. 
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Remaining 


Character Icon 
Slamergy 


Item 

Meter 


Stunned 


Character I cons -Character portraits are at the bottom of the screen. 
Beneath each portrait is a Slam Meter, which measures how much 
Slamergy youve collected during a round 

Leader Iron - Indicates the slam leader s position. 

Siam Prompt — This appears above your head when your Slam meter 
is full. Use this button to execute your Slam Attack, 

Wiggle (con - Whenever youve been knocked down or grabbed, this 
icon appears above your character. Wiggle the Nintendo Gametube 
Control Stick rapidly to speed up your recovery. 

Time Remaining - The timer indicates how much time is [eft in a 
round and defaults to two minutes. 


The Slam Meter 

At the heart of Shrek SuperSlam is...you guessed it, the Siam! The Slam Meter is 
under the character portraits. Fill up the meter with Slamergy, then Slam your 
opponents. Your characters will have a glowing aura around them when they Ye 
Slam-ready You get multiple attempts to Slam someone, so be careful! Once you 
use up the Slam, you have to collect more Slamergy to fill up your meter again. 
How do you get Slamergy? Battle with your friends! The more advanced combos 
you make, the faster you fill the Slam Meter. 

Beat your opponents by getting the most Slams in the round. Try to Slam as many 
of your opponents at one time as you can to maximize your score 

Remember to watch out for your opponents! When you are hit by one of their 
Slams, youll lose a Siam point. But this can work in your favor, because each 
time you Slam your opponent, not only will you get a Slam, but they lose one 
as welt. This is important to remember when you Ye losing. 
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GAME CONTROLS 


L Button - 

Equip/Un-equip Weapon 


START - 

Pause Came Menu 




Dash Attacks - Tap the Control Stick in the 
direction you want to go and press the 
A Button to perform a dash attack. 

Note: Not alt characters have a dash attack. 

Up Attack - Press the A and 
Y Buttons at the same time. 

Wall Aiacks Stand next to a wall 
and press the A Button while holding 
the Control Stick in the direction 
of the wall to do a wall attack. 




R Button - Block/Deflect 

R Button + Control Stick - Evade Dash 

Y Button - (twice to double jump) R Button - Block/Cancel 

Jump/Double lump (Cancel charge attack 

-when pressed dunng charge.) 



1 Button - Grab/Throw 


X Button - Grab/Throw 


A Button - Fast Attack 
A Button - (with object) Throw 
A Button - Use Weapon 



C Stick - 

Evade Dash 


B Button - Strong Attack 

1 Button (press when meter is full} - 

Slam Attack 

B Button - (press and hold) Charged Attack 
fi Button - (with object) Throw Object 
B Button - Use Weapon 


Menu Controls 

■('Control Pad . . .Navigate Menu 

A Button .....Tap Button to Accept 

B Button. .Tap Button to Go Back to Previous Screen 

START ...Access Pause Menu (in game) 


CAME CONTROLS 
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Advanced Moves - All Characters 

Evade Dash - C Stick or move while blocking (Control Stick + the R Button). 

* Your evade dash can both get you out of trouble and sneak you into the 
middle of it lap your C Stick in the direction you want to go. 

Mini: Try using a last attack (the A Button} of a strong attack (the E Button) white performing 
an evade dash You'll end pur evade dash with a surprise attack 

Air Attack - Fast or strong attack while in mid-air (the A or B Button in air). 
Up Attack - Simultaneously press jump and fast attack (the A + Y Buttons). 

- It's raining cats and ogres! Press jump and fast attack together to 
counterattack your opponent's air attacks with an up attack 
(the A + Y Buttons). 

Charge Attack - Hold your strong attack (hold the B Button). 

* Try using your charge attack just as your opponent is recovering from a 
missed attack, 

Deflect - If you time your block to the very last moment, you can deflect 
thrown objects back at the thrower! Just be careful they don't do the same right 
back at you. 

Block Cancel - Use your block to cancel your charge attack (the 
R Button), 

* Fake out your opponents, Cancel your charge attack by pressing the 
block Button before your charge attack is unleashed. 

Fast Drop — Use your block in mid-air to drop faster. 

Hinti Each character has a block breaker, find and use them to take down those 
block-happy opponents. 


GAME CONTROLS 
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Advanced Moves - Character Specific 

Don't be a one-trick Donkey! Different combos have different effects. Explore your 
Co 10bo tree to discover all your moves. The more combos you learn, the more 
tactics you'll have to use against your opponent. Find all your favorite character's 

strengths and weaknesses. 

Dash Attack - Tap a direction with fast attack (tap Control Stick + 

the A Button). 

Air Dash - Some characters can do a dash attack white you're in mid-air. 

* Time your air dash correctly and you can strike opponents who are 
on the ground. 

* Whether you're chasing down your opponents or running away, try to 
combo an air dash into an evade dash to cover more ground 

Wall Attack - Fast attack while pressing up against walls (Control Stick + 

the A Button). 

* Surprise your opponents with a sudden change in direction, When you're 
chased into a wall, use a wall attack. 

Air Wall Attack - Do a wall attack while you're in mid-air. 

* Try using an air dash to wall air attack combo. 

Note. Not all characters have an Air dash. 

Charge Throw - Hold your throw to increase your throw distance 
(hold the X Button). 

* Some characters have a charge throw attack. Use It to get 
more Slamergy. 

Hint: Men exploring your combo free, remember which attacks knock down your opponents so 
you can use knockdown attacks to set up air attacks and slams 

Hinti Know thy opponent. If you’re taking damage from an enemy combo, right before the 
end of your enemy 1 s combo, there is a block window of opportunity, Time your block right 
and you'll interrupt an enemy's attack before its Finished\ leaving them vulnerable. 

Hint : Fiona and Prince Charming can do an ah evade . White in the air, press in the direction 
you ivanf to evade and block at die same time. 


GAME CONTROLS 








MAIN MENU 


Start Game 

When you first start up Shrek 
SuperSlam, you'll have three 
choices on the Main Menu: 

* Single Player: View the 
choices of available single- 
player games, 

* Multiplayer: Play 
Melee mode with up to 
four players. 

* Options: Modify some 
game characteristics. 

Options 

Select Options from the Mam Menu to modify the following settings: 

■ Music Volume: Adjust music volume. 

- SFX Volume: Adjust sound effects volume 

* Voi ce Vo I urn e: Adj ust vo keover vol u m e. 

* Rumble: Turn rumble on/off. 

* Subtitles: Turn subtitles on/off. 

* Credits: View Credits for the game. 

* 0 ver f he Hedge Trailer: View the game trailer for the upccming 
DreamWorks movie. 

Bonos Hint; Block , block block f If your opponent ain't get any Sfamergy, then tie or she 
can't Siam! 

Bonos Hrrtf: Remember, you con attack while holding down your 6 fork button, which attorn 
you to counterattack much easier 

SINGLE PLAYER 

Story 

Donkey has invited his friends over to watch some TV Unfortunately, Donkey and 
Dragon s little Dronkeys are running amok, as children tend to do H and won't settle 



down for their bedtime Shrek suggests reading a bedtime story to the kids, but 
just as Shrek gets started, one of the Dronkeys lets out an excited belch of fire and 
sets the storybook ablaze. With no other way to get the Donkeys to sleep, Shrek 
and his friends start to make up their own magical stories. 



Starting at Chapter 1, play through each increasingly fantastical tale as one of the 
classic or brand new characters in the land of Fat Far Away, Let's hope tales of valor, 
lost honor and late-night drive-thru windows will be enough to full the little 
Dronkeys to sleep. 

Mega Challenges 

Mega Challenges are single-player 
mini-games. Not for the weak of 
heart or spirit, there are 45 Mega 
Challenges and seven bonus 
challenges in all, which will 
unlock untold rewards along 
the way. Play this mode to 
unlock additional characters 
and arenas. 

Melee 

Face off against one, two or three computer opponents in a two-minute timed 
battle. Whoever has the most slams at the end of the round wins. Youll have 
access to any character or arena you've already unlocked and saved to your 
Nintendo GameCube Memory Card. 

Melee Options 

Enter the Melee Options by pressing the Y Button on the Level Select screen. You 
can adjust the settings for Slam Limits, turn weapons on or off and more before 
you go into battle. 

Options consist of: 

Mode - Normal, Last Player Standing and First to Slam. 

Game Speed * Move character faster. 

Time Limit - 50 second intervals all the way up to 10 minutes (No Slam Limit 
in Place). 

Slam Meter - Slow Gain, Medium Gain, Fast Gain (how fast the meter increases): 
Slow Drain, Medium Drain, Fast Drain (how fast the meter is depleted), OFF. 

Sudden Death Slam Meter - Slow Gaia Medium Gain, Fast Gain (how fast the 
meter increases); Slow Drain, Medium Drain, Fast Drain (how fast the meter is 
depleted), OFF. 

Full Slam - Use Slam Attack; any hit Slams. 

Slam Penalty - Does not give negative slam points for being slammed. 
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Skill Level 

You can change all characters' difficulty settings, which range from t (Idle) to 10 
(Rage of Ogres). These affect how smart the computer controlled characters are. 


Training 

Learn the bask moves for your 
characters. Attacks, combos and the 
like are all covered here. Some of 
the more advanced techniques are 
also covered in Mega Challenges 
mode, so make sure to check there 
as well 

Trophy Room 

Check out all the trophies 
you've collected. 



MULTIPLAYER 

Melee — Melee lets you play with 
up to three friends. 

King of the Hill - In this mode, 
you gain points by being on top of 
the hill and defending it from all 
comers. Whoever has amassed 
the most points at the end of the 
round wins. 


PLAYING THE GAME 

Character Selection Screen - This is where you can choose any of the ten 
default Shrek characters, or any of the ten additional characters you have unlocked 
during the course of gameplay. To select a character, move the Character Select 
indicator over the portrait of your chosen character using either the +Contral Pad 
or the Control Stick. Confirm your selection by pressing the A Button. Can't decide 
whkh character you want to play or just want to be surprised? Select 7 and you 
will be assigned a character at random. You can change costumes by pressing the 
Y Button on your selected character. 

Choosing a Team: Assigning teams allows you and your partner(s) to 
pool your Slam points. The team with the highest Slam point total wins. 
Choose teams using the directional pad. Confirm by pressing the A Button. 


SINGLE PLAYER MUITIPLAYER-10 

PLAYING THE GAME-10 




Now that you've set up your character, it's time to pick out which level you want to 
battle in. Press START to proceed to the Level Select screen. 

Level Select Screen - Choose which level or location in the Shrek universe 
you intend to pound your opponent(s) silly. Use the +Contro! Pad or Control Stick 
to move around the map of far Far Away. Select a location by pressing the 
A Button. Enter the melee option from the Level Select Screen by pressing the 
Y Button. 

POWER-UPS: WEAPONS, 
POTIONS & MAGICAL ITEMS 

You'll find these sweet babies scattered around every leve] of Shrek SuperSforn, 
Each power-up has a different effect, either on you or your opponents. Use them 
wisely and often, because they can often be the deciding factor in a dose battle. 

Weapons 

These power-ups have the unique ability to be holstered, or stored for later use 
once you've colleded them. The catch is that you can only store one weapon at a 
time. Press the L Button to holster/draw your weapon, and the A or B Button to 
use it. A meter over your character's head indicates how many more uses you 
have for the weapon Once the meter is empty, your character will automatically 
throw the weapon. Pick up something you don't want? Draw it and press the X 
Button to drop it. 

Giant Ham - Why? Because they're funny. 

Fart Wand - Harness the power of Shrek! 

The Fart Wand grants whoever wields it three 
of Shrek's Green Storm attacks. 

Floating Air Mines — A quiver-shaped 
backpack full of oversized, medieval rockets 
makes for a great anti-air attack weapon. 

Hammer of Smiting - A giant silver 
hammer made for smiting your opponents! 

Pot O' Gold Grenades - A fat little pot full 
of gold coins with a rainbow trail. When 
thrown, they explode in a shower of golden 
coins-deadly golden coins. 


PLAYING THE GAME 


































Fireball Wand - A magic wand with a red crystal 
on one end. The fireball explodes on impact. 

Gravity Wand - Ring other characters 
into walls to increase your slam meter 

Ke Wand * A wand with a blue crystal 
on one end. Shoots an icy blue projectile 
that freezes the opponent in place. 

Hoter This is a timed based weapon and the 
user has it to use far only a few seconds, 

Beehive - A cartoon beehive with little buzzing bees swirling 
around it. The bees don't mind being picked up and thrown, 
but if the beehive hits a character, it sticks on his or her head, 
and the bees attack! 







Magnet - No one escapes the Magnet Wand! 
Draw them in, then pummel them silly. 

Pirate Cannon - What's worse than 
someone shooting cannonballs at you? 

Ricocheting cannonballs! 

Fairy Bazooka - Not all fairies are nice... 

This weapon shoots heat-seeking 
fairies that chase you down and attack you! 

if inf: // your opponent is in Siam mode use the 
fairy bazooka to attack thm from a distance. With each hit 
yoult be able to reduce their Slamergy and increase yours! 

Hater Remember that yon can equip and holster your weapons 1 fry setting up your 
opponents with weapons that paralyze them , then holster your weapon and attack , 

Potions 

You'll find vials filled with magical potions that temporarily enhance your 
character's abilities. Potions are automatically drunk when acquired. 

Rocket Sauce - This powerful 
brew increases attack and movement speed. 





Max Slam Juice - When drunk, 
this potion enables your slam attack. 




* 
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Invisibility Potion - You disappear! 


Invulnerability Potion - 

You cannot take damage. 


Mystery Mix - This technicolor potion 
changes color constantly, and depending on 
what color it is when you grab it, you may get 
a good potion. Then again, maybe you won't. 


Magical Items 

Magical items appear throughout the levels, lust like potions, magical items are 
automatically triggered when grabbed and cannot be stored for later use. Keep a 
look out for them; you'll want to beat your opponents to these items Grabbing the 
right magical item can easily mean the difference between winning and losing in 
Shrek Super Slam. 

Viking Horned Helmet - A big, oversized Viking helmet with 
horns that turns every hit into a slam, 

Hint: If you can manage to get a fairy bazooka AND a viking horned 

holme f at the some time, fire away! Each fairy will Siam your opponent 

Dragon Mask - The only thing worse than 
Shrek's breath is Dragon Fire. Slip on this dragon - 
shaped mask and make your presence known. 

King's Crown * Trumpets will sound and the 
people will believe you are the King Returned! 

It's too bad ail that cheering leaves people 
open to attack. . . 

Magic Mirror Mask - A white mask 
that resembles the Magic Mirror. It deflects 
all missiles, but NOT melee weapons. 

Pill Bug Bali - Transform into a ball and roll 
around hitting opponents with increased speed. 

Dragon Sword - Harness the mighty power 
of the dragons with this gigantic fiery sword 
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CHARACTERS 

These are just some of the characters you'll find in Shrek ’ SuperSium. As you 
advance through the game, you 11 unlock more and more characters. 



Shrek 

Fighting style: Ogre Fist, 

Slam Attach: Green Storm, A 
gas-based area attack that sends 
enemies flying, A real crowd pleaser. 


Attack Tree 

* 

G 

© 0 

© 

© 




Puss in Boots 

A lover as well as a fighter, this 
dashing former assassin has seen 
the light, and now only fights for 
good (milk, that is). 

Fighting style: Fencing. 

Siam Attack: Hypno-Puss. You are 
powerless against his feline charms.,. 


Princess Fiona 
(Human & Ogress) 

Soft and delicate on the outside, but 
with a core of steel guaranteed to ring 
your belli 

Fighting style: Gentle Fist. 

Slam Attack: Human-Bouquet of 
Blades. Ogress-Ogre Aria. 


0 

o 

© 
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Attack Tr«e (H) 
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Attack Tre# <01 
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Stg Store 


Attack Tree Legend 
# Block Breaker 


Special Move 
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Donkey Attack Tf4t 

Donkey's got a mouth that just won't quit ^ 

as well as the heart of a noble steed. c , 

Fighting style: Battering Ham. © *gg 

Slam Attack: Donkey Stampede- Q 

Donkey's charge sends his enemies flying! © 


Gingerbread Man 

His jolly cookie exterior serves to disguise 
the fierce Ninja Warrior lurking within .. 
Fighting style: Cane-Fu, Sugar Rush. 
Slam Attack: Peppermint Fury. Gingy 
uses his various ninja skills to deliver an 
all-out shuriken attack. 


Attack Tree 

O © 

a 

0 # 

© 



Prince Charming 

A Legend in his own mind. 

Fighting style: Broadsword Combat 
Slam Attack: Charmings Roar- 
tharmings mighty sword smash blasts 
his opponents away, 

Pinocchio 

His bark is worse than his bite, but his 
fists are furious! He's gonna fight like a 
real boy! 

Fighting style: Wooden Boxing, 
Marquess of Queensbury Rules. 

Slam Attack: Buzz Bomber- 
Feel the Sting. 


Attack Tret 

© 

O 

© 0 

© 

© 

Attack Tree 

© 
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© 
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IN-GAMIE PAUSE MENU 

To access options during gameplay, press START/Pause to bring 
up the Pause Menu with the following options: 

Continue — Return to gameplay. 

Restart - Restart current match. 


Options - Bring up Options Menu, 

Quit - Exit the current level and return to the menu. 
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SAVING & LOADING 

You can save a game if you have a Nintendo GameCube Memory Card. 

This game is equipped with an auto save feature that keeps track of game data. 
Auto save is triggered after every battle. 

Auto save also keeps track of Character Progression and Mega Challenges 
completed. Once enough mini-games are completed in those levels, auto save will 
open up the next level automatically 


Loading 

The game autoloads when you start play with a Memory Card that has Shrek* 
SuperSlom saved data inserted into Slot A. 
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CUSTOMER SUPPORT 

Note: Please do not contact Customer Support for hints/codes/cheats, only technical issues. 

! n temet: h ttp://www.activision.com/su pport 

Our support section of the web has the most up-to-date information available. We 
update the support pages daily, so please check here first for solutions. If you 
cannot find an answer to your issue, you can submit a question/incident to us 
using the online support form, A response may take anywhere from 24-72 hours 
depending on the volume of messages we receive and the nature of your problem. 

Note: internet support is bandied in English only. 

Note: The multiplayer components of Activision gomes ore handled only through 
internet support. 

Phone; (310) 255-2050 

You can call our 24-hour voice-mail system for answers to our most frequently 
asked questions at the above number. Contact a Customer Support representative 
at the same number between the hours of 9:00 am and 5:00 pm (Pacific Time), 
Monday through Friday, except holidays. 

Please do not send any game returns directly to Activision without 
first contacting Customer Support, It is our policy that game returns/ 
refunds must be dealt with by the retailer or online site where you purchased the 
product. Please see the Limited Warranty contained within our Software License 
Agreement for warranty replacements. 

Register your product online at www.activision.com 
so we can enter you in our monthly drawing 
for a fabulous Activision prize. 
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SOFTWARE LICENSE AGREEMENT 

USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW "PROGRAM" INCLUDES 
nne SOFTWARE INCLUDED WITH THIS AGREEMENT THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS. AND ANY ON-LINE 
DR ELECTRONIC DOCUMENTATION. AND ANY AND AIL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE AND 
MATERIALS BY OPENING THIS PACKAGE. ANDOR USING THE PROGRAM. YOU ACCEPT THE TERMS OF THIS LICENSE WITH 
*!-TiV<5IQN. INC. rACTIVf&lOm 

jMiT£D USE LICENSE- Aomskhi grams you tha rmn^duswe non'janBiefflnlB. united fight and Y/w ro u»Grt«py ol 
tts Program aoMy arc? exclusively tor your personal use All rights nfi specifically granted under 1hi$ Agreemeffi are reserved 
By At&vrsten This Prpgtem to ROTtoWL rt* SW VOyf eaNWS rt Wp Of OwrtfSAp *fl frlfe Program art SrtuiC not» 

-telrued is a $ate a# sly right i in This Program 

OWNERSHIP, A- trite, owrwrchip rights art rmotocaui propel nptvis in and totMft Program and any and all copiMltwrad fsnclmtfuj sut 
not iurtodte any tn« compeer ww. themes. objects. characters, character names, flows. fltetog. eaten phrases, »ocai«ns. concepts, 
iitortt, arwmtan. sounds, muse* eomoroiwis. audio-wTsaii «tw$, methods $ operate moral &. art any rented dwuftttrttfoft, 
nra-porated *Ho tit Program) a?e owned by AeJrvSeyn Or Us liMOSOfS. Tins Program is prulatSad by tea copyright laws of the Unilad 
Steles. inlemabcnaJ wpynghl Irudhus art gprivtinliQTiS art Dinar taws, Th.s Program contains certain beunSrt 
matemss art Actmaton's iiee'rsors may protect trtr nghtt m Ufa evem ol any woteiwn pi sna Agreement, 

YOU SHALL NOT: 

4 Eipkyi she Program or any ol as parte tamirrereally, UKfu&ng Pul ntrl lifftfed 1u if«a at a cyber cala Kj-rnpjler gaming: center 
or i'xv ud»i locabPR-baMO arte. Aciwv&n may cites a septate Site License Agreemwil to parted you la maks this Program 
gvaiia^e lor wmmftraal use: w tfta mnterl ^wmalron wiow. 

■ Sell, rpnl Iftaw Iik#*ftfjh- distribute or otherwise transfer Iks Program or any copras ol Shift Program without the express poor 
wnften cense - , 1 " c‘ Acnristcn 

4 Reverse engmMkr. derive source coce mac-v d«cmpiie. disassemble. v sreaie wftvatNa works ol Hi Program, in wets 
c*mpan 

■ Remove, ®saton pr Brcuimrem any [jropriptary rtttss or labels qonlatnad on or within Ihe Program 
- E>prt gm-e«patMiProflfwnorany<aipygr < d ^ta to ti>*(i Wi Qn^a^ 

LIMITED WARRANTY Actrwtd* warrant's fO trt Original QPWJnW ppBChawr of Hvt Prpgr*te (bar in# rKfftfng meoiyrn gw which 
trt Pro-am rj recorded wd be heo from defocis m maecjuu art wqrinwidiip ter 50 days from the da» of cyrehase n me rceorfliog 
is rcnjnd Mteaw vntfringo days d onginai purchase Aaivtscm agrees to repine, tree oi dwrge, any product {KHivereo 
■: m derodrvv with* such period ppen rts receipt or the Product, postage pad. w^n proor d the date d purchaw. as Kmg as She Program 

* s’. r oems manufactured oy Activtesjn in the even (hit the Program u r» longer svariatue, Actrrtion tattntlht right to subsvtute a 
i milar prugram □fequaJdfgreatervaJua TTps warranty Is ImiTOd id the recording mtnnum cornflinmg ihe Pmgr am as 

.'•g<naty pruv'doc try Adrvrsiori art is not ajoicaPe to norma: wear art tear Tt« warranty shall rtt 0e apo : cable art snai be >c«d 

* trt (te'nct nas insert Trough Abuse. mn;r«almen|, Or nested. Any mplied *arranli« presc-Oid by Statute are tirpr^ssf, linked 

■ fra 90-CLay penrt descnrtd above 

EXCEPT AS SET FORTH ABOVE THIS WARRANfY IS SN LIEU OF ALL OTHER WARRANTIES. WHETHER ORAL OR WRITTEN. 
EXPRESS OR IMPLIED. INCLUDING ANY WARRANTY OF MERCHANTABILITY FITNESS FOR A PARTICULAR PURPOSE OR 
NOU.INFR iNGEMEnT. and no OTHER REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE 
ACTIVISION 

When reluming the Program for ‘warranty reptacarpanE please land th* bngitef pmdud dishful o r »y m prptectrve packaging art 
nO'jdfl' (1)1 chotdcoo> <?i your dated sales rwetpl {2\ yoor ^ame ana ng,m artless typed o' Hearty pnnj«; q\ a brai rtie 
^scn&r^ the defecr. the protjlwn(aj you are ertounerirg art tee system on which you are running the Program, i4f rT you are nsturong 
'c Program aher tho 50-wy warrant pertd but within one year after the datecd purdiaaa, piease include cneck or 
rt*tey order toe S20 ULS. currency per disc replacement Note: ceArftod man racommenoed 
n ffte U.£. sertid: wan&my Replacements, Acttattn. me , PO Bov 6 ni$, tos Angei«, OaMrato 9SX»7 
uMUTATION ON DAMAGES IN NO EVENT WILL ACTIVISION SE LIABLE FOR SPEC IAL INCIDENTAL Oft CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION. USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY. 
-OSS OF GOODWILL COMPUTER FAILURE OR MALFUNCTION AND. TO EXTENT PERMITTED BY LAW, DAMAGES FOP 

PERSONAL INJURIES. EVEN IF ACTIVISiON HAS BEEN ADVISED Of THE POSSIBILITY Of SUCH DAMAGES ACTIVtSlON £ 

. ABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. SOME 
STATESriOUHTRiea DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AMU OR THE EXCLUSION OH 
. MITaTION of INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATIONS ANDiQft EXCLUSION DR LIMITATION 
I - LIABILITY MAY NOT APPLY TO YOU THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS ANO YOU MAY HAVE OTHER 
R GHTS WHICH VARY FROM JURISDICTION TO JURISDICTION 

TERMINATION YWymA prt|UdtM W any other ngh*s or ActM$*on Hvs Agrfwmant vM laminate W/tonubcifry r 1 you ten to comply 
noth its termaart condexma In such evete. youinuto dwawy afrflopiwof this, Program art all ol its cemponert part. 

US GOVERNMENT RESTRICTED RIGHTS The Fragiam and documamaticnr have Seen beveibpeaentirely al pnvase axperteeand 

are prorted as "Commercial Computer son^-ara'cr-meancMd computer software' use. dupicawn <? dis-.rtsvre by the U.S Gevemmern 
y a US. O^emmem sufeceritractor«subfoci to the resrrtiions set foam In tuoparagraph (cH 1 i(ii) ol me Rights 
p Technical Data art Computer Software ctauses in DFARS 25? 227-T013 or as se: forrh m ^UDparo^^m <c<i| 1.»and (£) ol uxtCofixfwicial 
Computer Soflwan Restr^tcd R-ghtc^jsetrtH FAR 52.227-19, p^eppiiCaKe. TrtCd^|Tadof , ' Manufacturer is 

yawn irt 3i oo Ocean Pa* BdultwdL Santa Mon im, California 90405 

INJUNCTION Because Acbvwtte. would Ob ■rraperably damagoa il lrt terms ol this AgraemeiH were not Speoftcally erVwrad, you agree 
■^al Activision shall be an tilled, without bond, ulhvr UPuhty pr proof d Odmagoi, to dppropnalo wtuitafiAr nmudm wilh TOtipeCt IP 
^»*Utei oi ihis A g reement m edditioo to eueh otiw itmodios« Aciiwsten rr.jy othflrvifiM urter ap^icabte laws, 

NDEMNrTY Ypu agree In mdemnrlY defend and held Acth'iston, 4s partners eHiiiates. contraeldrs ohicers directons, emptdyeaa and 
agents harmless horn a I damages, losses and expenses ar sing directly w ndkectly from your acts art orrisstons to act In using: lha 
Product pursuant la lha terniS <A ths Agreamehl 

MISCELLANEOUS i t Agreernenl repieMnls lire dpnptett bpieemeni concemrng evs i<«r^e tterween Irt parties srt supersedes n 
pnpr agreement and reprasen'Jiiinns between than. II rnary be amended only by a writing executed by both partus. It any provision ol this 
Agreement is YHd id be nnenlorcaabla for any reason. such pov.-sisin shaM be refornirt enty to tea extent necessary 1o make it enforceable 
sro the ramairung provtsxxns of fns Agreement shall net be ahecteC tins AgrMhient shall be oonstrued under Cftkfomta law as such law is 
ippi*j tpayeemems beTw«n Oawomia mns (n(#irt mto art to &■ pertormw witem CaHomia. w«ptAsgcwflimKj by t«terai isrw 
srt you tonson to ert ettfusivfl [unHlonton (ri the stein art irterat court m L» Angotes Caktemu 

* you hiav&aity gueslxins ooricnming t*vs license yew may comao! Acflwsien ai 3t 00 Ocean Park Bouievaro. Santa Monica. CaWcmia 
AMS, (3101255 2000, Aw Bu*fl«a an) Legal Atfairj, tegal^KWfsigiLConi 









